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Introduce 
Yourself 



to 
LOGO 




Tg START : 

1. Place fhe'lo&o" cqriridge in +he CQr+ridge 
slof. 

I. Turn on Peripheral Expansion System. 
Turn on computer. Turn on monifon 

3 Screen v/iH fell you +o press onv key fo begin. 

^. l\|ex+ screen will fe/l you to press 



1 FOR TI BASIC 

2 FOR TI LOGO II 



S. Press 2 and the screen will show you 



WELCOME TO TI LOGO! 



When you see the ?_ , you con start typing. 
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IMPORTANT KEYS 



? rs "fhe prompt 

When i+ shows, if means you con 
starf typing. 

pcTu\ 3 Is+Ke erase key. 



When IFCTNl and 3 are pressed 
at the some time, you can go 
back over mistakes and correct 
them. 



ENTER I allows i"he cursor (blin kino line) 
to go to the starting position and 
fells the computer it should try 
to obey the commonds. 

FCTNI (Function) allows you to type 



the symbols on the front side of 
the keys. For e/qmple: 

FCTN I + R = C 



FCTN I + T = D 



For a list of functions, see pp. 27 ^ ZS. 



In order +o meeJ" your furtle,+Ypfi' 



TELL TURTLE 



Vou now have a +riQngle poinhnq up 
on your screen fhoh looks like fhis 

1+ can draw ihinqs 

that you command i+ 

fo drow... +ry 4hi5; 

FORWARD 30 fKen ppc ss Ient^r 

What happens? 
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Whof happens if you don't put a space 
between forward ^ fhe number? 

• Try other numbers. 

•Try '-^'"T^ "^"^"^ commands with 
different number3. 

To get rid of everything you hove drawn 
on the screen, type- 

CLEARSCREEN Or CS 

PRACnCE THIS LESSON 
AND TRY TO DRAW A SOUARf 



WHAT CAN YOUR TURTLE DO ? 

Vour LOGO turf le can move '• 

forward "1 fd 

back ^ these hove BK 

right I abbreviations... rt 

left J LT 
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Cqn furile drawings be colorful? 
Oh, yes! 



If you hove a color moni+or, you can 
f\Qve Q background color and q pencolor 
using code numbers for +he colors. 



The color codes ore: 


= CLEAR 

1 = BUCK 

2 = OREEN 

3 = LIME 
H - BLUE 
5 = SKY 


i> - RBf> 
1 = CYAN 
% - RUST 
*l = ORAN&E 
10= YELLOW 
ii = LEMOM 


12 = OUVE 

13 = PURPLE 
IH= GRAY 
15 = WHITE 



Vou cqn use short-cut codes for 
background color and pen colors, also. 
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Try 1'h I s • .mdu must use the colon 

* ?CB 4 If IF you use THE WORp 



?SC 6 (OK SC rf?Ei» 

?RT 120 

?FD 40 

?RT 120 

?FD 40 

?RT 120 

?FD 40 

?RT 120 

?FD 40 



Whqt did you see ? 



• is the short-cut for 

VoLOR OF background" 

• SC IS the shorf-cut for 

'set pen color" 

Wow try e^fpenmenfing with your 
own color programs. 



LO&O does more than graphics. 

This lesson i the next one will g/Ve you 

Q brief /ntroducfi'on to words Cfexf) qnd 

numbers ... for more detailed work, refei- to -fKe 
bibliography. 

First, type noturtle . 

Then try this by typing exactly what 
you see: 

PRINT C HELLO THERE 3 



FCTN R ^IFCTN T 



Push lENTERi ... what do you see? 
Try this vtih your own message. 
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Sou 



LOfrO hqs Q clever way -for you fo 
invent your own program - it is colled 
Q PROCEDURE in furt/c-to/k. 

Type. TO SIN6 

What hoppened to the coior of the screen f 
Hit i^NTERl again. 

Now you can write your first procedure. 
Type, exactly what you see •• print copen mouthii bio 

' ' ' ' PRINT ELA-LA-LAa lyifT^ 

J- 1^ END J EACH UWe? 

You have -Finished your 
procedure! If you 
want to see it work, 
press IFCTNl and H] at 
the same time. 

Now every time you 
want the steps in 

the procedure "swo/ 

just type siwG and lENTgR 




Type SING |gNTER| . V\/hat happens ? 



This IS cqjied definin g Q procedure . 

• iFCTNi q signals that you hove 

■finished -i-he procedure. 

• cLEARscREEN cIcQps tlic scrceH, 
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If you wonf "b repeaf a procedure, 
+ry +his : 



7REPEAT 5 C SING 3 



Press rPCTNl q. 

Whal" happens? 

How could you run {his procedure 
1000 +imes? 

• Try it - 

• To stop, press i fctn i 9 . 
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or J 

^ LA- LA- LA- lA- 

LA- LA- LA- LA- ^ 
cf ^ LA- LA- LAAAA AAAA4 ^ 



< 

X. 



ma 




(0 

ui 
J 
h 

C£ 
3 




lo&O has easy ways fo do ma\h . 
Try "this ... ■''''^nt 10 + 9 
Now press |enter| 
What do vou see? 



Mow try these- sprint 20 - 10 n oont 

I ' 7PRINT 10 ♦ 11 fgfS 

7PRINT 18/9 J'^^EH 



FfigfeET To 



EACH- LIME. 




20-10 = 

10^ II = 



Can you -figure ouf which 
Signs are for: 
• addition • mulf ipl/colion 
•subtraction •div/sion 



Try out your own ideas. 

To get back fo grapKicS; type 



TELL TURTLE 



WHAT DO THESE 

DO? 

TELL TURTLE 
NOTURTLE 
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Initialize 
SavCf & 

Load 



To Initialize-. 

Load "DISK MANAGER 2" solid state 
cartridge in cartridge slot on computer 

Turn on Expansion System 

lurn on Monitor and Computer. 

■Vess any key, then press 2 for 
;>isk [^Qnagor. 

Disk Manager asks you for a choice • 

1. FILE COMMANDS 

2. DISK COMMANDS 

3. DISK TESTS 

4. SET ALL COMMANDS FOR SINGLE DISK PROCESSING 

If you have one disk drive, press ^. 
The computer will tell you-. 

SINGLE DISK PROCESSING HAS BEEN INITIALIZED. 

Press Z for Disk Commands. 
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Press 4 -for INITIALIZE A NEW DISK'. 
You win see: 

MASTER DISK (1-3)? 1 

NEW DISK NAME? (W6 NAMED OUR« LOGO 

TRACKS PER SIDE? MO 

SINGLE SIDED (Y/N)? 

SINGLE DENSITY (Y/N)? 

INITIALIZING NEW DISK 
WORKING. . . PLEASE WAIT 



COMMAND COMPLETED 

PRESS: PROC'D, REDO, BEGIN, OR BACK 

Now your diskette is initialized. To get 
to LOGO, turn off machine 4 load LOGO 
cartridge. 

_ I SAVE 

To savfii type ^^^^ press for 

nnd ^rrp/»n win ^ procedures 

cinu oorccn win 2 shapes and titles 

ChOnQfi to • 3 BOTH 1 AND 2 

J PRESS 'BACK' FOR TI LOGO 

When you have press^'^'^'for 
mode your choice, 4 ^"illllll 
Q new dtreen will I 'oIh^'^ 

OppCOr* PRESS BACK' FOR TI LOGO 

Then a third screen will qsK you to 
name the file you have juST created. 

"lb recall, type recall 

The some two screens 
as SAVE will appear, +hen the Third 
screen will ask you to Type in the 
nome o-f the -Fi le that you want to recall. 




FROM MR. TURTLE 



To feach Ihe LOfro turtle how +o wrife 
a program (a procedure) you fypc 
+he word to and some sfep-by-siep 
instructions. 

For example, you con write a procedure 
for a SQUARE . Try this : 



?T0 SQUARE 
>FD 40 
>RT 90 
>FD 40 
>RT 90 
>FD 40 
>RT 90 
>FD 40 
>RT 90 ,00^ 
>END 



FIRST Type.., TOllTi^ 



Then ivpb the steps 

l(M VOUR PROCEDURE 



&ACK 

THCN PRESS \FCTN\ Q 



^fier you tv/ped to procedure name, 
what happened "to the cobr oF the 
screen? 
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Once you have defined a procedure, 
the computer's memory wil not let 
you use that name for o di'-f/erent 
SQUARE unless you erase the memory 

Ijy typinO ?ERASE SQUARE . 

Type cLEARscREEN <cs) fo clcor +he screen 

Wow you can define q square 
in Q differeni way. For 
example, o shorter way to do 
+hc same sc^uare is: 

?T0 SQUARE 

>REPEAT 4 CFD 40 RT 903 
>ENO 

Vhq^ does +he screen say? 

Vou can use your square procedure 
as o command, over 4 over. Try this: 



7SQUARE 
?FD 10 
7SQUARE 



What happens? Experiment wifh 
many squares . 
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One of fhe mosi ■imporl"an+ wqv/s you 
Cftn use procedures is fo build other 
procedures. 
Try this: 

?TO R SQUARE 

>REPEAT 12 CRT 45 SQUARE] 
>END 



Uovj |efs build q procedure from 

R SQUARE. SQUAREWHEEL 

>FD 30 
>RSQUARE 
>RT 30 
>RSQUARE 
>RT 30 
>RSQUARE 
>END 




If some+imes geis borinq wq+chin^ 
lurfle" move in every direcf/on. 



This command will make drawing 
on the screen foster . . . if hides 
fhe furfle! 

If IS coiled HIDETURTLE Qr HT 

Try fhis: ?REPEAT 4 CRT 90 FD 503 
* BEFORE G-0IN6 TO N6VT STEP, TYPE C5 

Now try fhis- ?ht 

' 7REPEAT 4 CRT 90 FD 503 

Did you nofice fhe lines were 
drawn fosfer the second fime? 

Novi add colors to qef q mce procedure. 

(§T RETURNS "turtle") 
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9. can I draw 

Drawing Q face on paper is 
easy. 1+ con be easy in LOGO, 
+00. All you hove +o do is 
to be abk \o (iff up ihe pen 
i "io pu+ ii down ogain- 

You can do +his 
v/j+h the commands 

PENUP <PU) 
PENDOWN (PD) 
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Now iry this: 



?RT 90 FD 15 

?PU 

?FD 15 

?PD 

?FD 15 



Did you drovi 2 lines for eyes? 

• Try lo add q nose 
and q moufh. 

• Add colors. 



REVIEW 

WiiaV do 

^•hese mean? 

CB 

Sc 

MT 

ST 



MR. TURTLE'S 



merry- 




round 






It is very easy. 

All you have fo do is 
use your repeat 
command. Try this: 

REPEAT 360 CRT 1 FD 1] 

What happened? 
Why do you Ih/nk you 

put 3b0 qf+er repeat ? 



Easy 
Circles 
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You can 
make your own 
circle program. 



r 5P/JC£ SfiFOMH COLOH 
▼ JrNO SPACE HERE 
?T0 CIRCLER rJUMP'^ THIS MfiANS THAT TO 
VHT -Junr^ THE PROCePURE VOU MUST 

>REPEAT 36 CRT 10 FD : JUMP 3 

>ST 

>END 

?T0 CIRCLEL :JUMP 
>HT 

>REPEAT 36 CLT 10 FD : JUMP 3 
>ST 
>END 



Try 



CIRCLER 4 
CIRCLEL 4 



Try other numbers. 
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If you con draw circles, you con also draw 
pQrt^ of circles. 

All you have fo do Is change fhe circle 
procedure by faking ouf fhe. 3(> and by 
■j-eljing "fhe compufer how many limes h 
furn. 



Try fhi 



?TO ARCL : TIMES :JUMP 
>HT 

>REPEAT s TIMES CLT 10 FD : JUMP 3 

>ST 

>END 

?T0 ARCR : TIMES :JUMP 
>HT 

>REPEAT : TIMES CRT 10 FD : JUMP 3 

>ST 

>END 



Experiment 
Draw a -face. 
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the 

ec|C| t^imePor 




Train your furile +o slow down 
with the command 



Try Ihis" 



WAIT . 



?FD 50 
?RT 90 
?FD 50 
?RT 90 
?WAIT 100 
?FD 50 



What happened? 

Did your drawing have q pause in li? 
See if you can make up sonne 
procedures with the command wait . 
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Try fhis procedure using our 
ciRcLEL i CIRCLED procecfurcs. 



?T0 DOUBLECIRCLE 
>CIRCLER 6 
>WAIT 100 
>CIRCLEL 6 
>WAIT 50 
>CIRCLER 4 
>WAIT 25 
>CIRCLEL 4 
>END 



Con you draw a pair of 
eyeglasses? 
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You hove learned q lot so fori 
So let's have -fun... here are some ideas 
If you have made a procedure 
for SQUARE , LOAP it Qod type^ 



?T0 MANYSQUARE 

>REPEAT 4 [RT 90 SQUARED 

>END 

OACK 



Did you remember +o press i fctm i q to 
end your procedure? 




CATALOG 
& ERASE 



To find out what is on a disK, 
insert Disk MiOnagtr 2 and 

pPftSS : 2 DISK COMMANDS 

then: 



1 CATALOG DISK 



MASTER DISK <i-3)? (enter number) 



CATALOG DISK 
DISK NAME = _ 



WHERE DO YOU WANT LISTING? 
1. SCREEN 

2- SOLID STATE PRINTER 

3. RS232 INTERFACE 

4. OTHER 
YOUR CHOICE? 



and you will g&t a catalog of the disK. 
To erase a ftle, insert DisK Manager 2 and 

press • 1 FILE COMMANDS 



then- 



3 DELETE FILE 



SELECTIVE (Y/N)?4 Jhis QsKs If you want 

^ to delete all the files, 

MASTER DISK (1-3)? 1 • ^ 

^ or just one. 

The 6creen will then show you the name of each 
file and ask if you mp t to delete it If you dOy 
pres s HI and IenterI ; if you do not press IK 
and lENTERi . 
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THE FIXER- 



EDITING 



\ ( 



If you moke a mis+ake v/hile writing 
a procedure, don'f worry! If is easy 

+0 f I/. 

•Suppose you typed fhis'. 



?T0 ME 
>FD 45 
>RT 90 
>FD 45 
>RT 90 
>FD 45 
>RT 90 
>FD 25 
>RT 90 
>END 



WHOOPS... 

YOU M£AMT TO pur ^5" 



Go fo next page fo find ouf how fo 
fix fhis... 
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To correct the mistake, type ?edit me 



Did the screen turn green? Did the 
cgrsor turn oranQt? 
Vou will see the shps of the 
procedure called me 

Then you may use any of the 
-following commands- 

FCTN 1 5* moves the cursor to the beginning 

BEGIN ~ •■ 

FCTN I 6, 



PROC'D 

t 



ENTER 



FCTN 3 



ERASE 



of the line. 

moves the cursor to the end of the 
line. 

moves the cursor up 1 line, 
moves the cursor 1 space to the left 
moves the cursor 1 space to the right 
rnoves the cursor down i l/ne. 

makes q blank row between the line, the 
cursor (5 on ^ the next line (if the 
cursor i5 otthe end of Q line. 

erases the chanqcter or spQce 1 SpQce 
to the left of the curjor 



FCTN 1 



FCTM J ^ 

CLEAR 



BACK 

I FCTW I q 



erases the character or space qbove 
the cursor ^ moves the cursor right 

clears tKe line to the nght of the 
cursor, including the character aboi/e 
the wsor 

leaves the Edit Mode 



Wow you can correcf the mistake in 
ME by pressing iFCTNji until the 
Cursor is of ttie right line, then rFcro 
until it is under the I, now press 1 
and then LECTttji. 
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Command 



your 

, computer 



COMMAND 

7ERASE TITLE 


WHAT COMMAND DOES 

clears fhe procedure 
from f hft rnemorv 


7N0TURTLE 


mokfis fhe screen dl fejd 


?TELL TURTLE 


gets you in the lurlle rnode 


?HT 


hides fhe turtle 


?ST 


shows the turtle 


?CS 


clearscreen 

erases whof is drawn or 
typed 
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COMMAND 



WHAT COMMAND DO£S| 



?HOME 



?PP 



?PN 



?PO 



moves +he furtle to 
ccnfer of "Hie screen 

prints +he names of ih& 
procedures +hc compufer 
knowis 

prints all iht procedures 
i homes 

prints oil +he rtQmes 

prints out the procedure 
named 
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Do you have an erasable pen^ 
Wow s^u con Kave an 
erosoble iurfle l 

To find OU+ how to maVe. your 
+urt|e erase, go+olhe nev^- 
page... 
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Suppose you w/onted 
io type- 



?FD 30 
?RT 45 
?FD 18 



buf you Qcci'den+ally 
typed' 



?FD 30 
?RT 45 
?FD 180 

ENTER 



You could +Ype- 



7PENERASE Or (PE) 
?BK 180 

?PR 5T0P3 THE ERASE 

i REVERSES rr. it STANPS 
rOR PCNREVERSE. 



Is everyi'hing O.K. now? 




your 
turtle 



lost his 
way*? 




If ^jOiir furfle has \os\ its way and 
you can't see v/hat direction it is 
heading, type. .. 



7PRINT HEADING 



LO&O responds wiih Q 
number suchos iso. 
This means the "turtle 
is pointing lao'away 
from straight up. 

Go +0 next page to see how a circle 
would look it you Wace it around 
the outside edge for 3b0*... 
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180 



Vhai if LOGO answered 270 ? 
Where would +hefurl-|e be pointing? 

How could you furn 
fhe fuHlebo*? 

Turn +he page +o 
find on easy way 
fo iurn the -furtle. 
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turn the 




Vbu have already learned thai you 
con furn the -furf )e by typing rt 
or LT and how many 'degrees' you 
want +0 turn. 

Vbu can also turn the 

turHe wifh another 

Simple command... 
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• SH o can be very useful. 

Suppose +he iurfle is 
poiirling drQigW down 
(toward \90') ond you 
want it to point straight 
up. 

Look on the circle on 
page 3H. What number 
Is straight up? 

If you type sh o 
whqt happens? 

How could you point the turf le fo 
thenghi 135"*? 

If you want to ref urn the turfle 
to the center of the screen -fQCinq 
0* type HOME. 
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?-r^ Follow 

•a.i..?r.../\:-...the Dots 

The command dot will plote 
dol on+he screen without 
moving the turtle. 

th i S • ROGATION OF X COOftOlNATE 

' ?DOT 90 S^LOCATIOM Of / COORDINATE 

?FD 10 
?RT 90 
?FD 180 

TheV in x coordinate is q 
horizontal position. 
The " in y coordhvate Is q 
vertical pos it/on. J 

If you +ype PRINT XCOR 

you will find the position 
of the X coordinate. 
What do you think print ycor 
does? 
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COORDINATES 
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Do you want" to move the +urtld before 
you begin "l*o draw on +he screen? 

Use sx and sv to sef fhe locqf/on of 
the furfle. 

Suppose you want +o draw a very large 
Circle. 

Try 7CIRCLER 12 

N/ow try ^^^^ - 66 30 circler 12 
That's Q lot betfer for drawing, isn't it? 




In Chop+er 1, you learned 
how +0 make a s^^uore. But 
suppose you wonted to be 
ah t to change the size of 
o sqiiare easily. 

Turn -j-be page to 
learn what you 
can do... 
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Try fh 



1^ • THIS HeQW^ES ah input 

• J WUMBea FOR THE SIZB OF 

W THE SIDE. 

?T0 SQUARE :SIDE 

>REPEAT 4 CFD :SIDE RT 903 

>END 

\ TH-ERE MUST ALWAYS BE A 

3PACE BEf=OR£ THe COLONC). 
THE COU3N Si&Nfi^LS THfiiT 
AN \NPUT \//OPJf WILL f=OLL0W. 



Now use f his procec/ure and fry this: 



7SQUARE 40 ^ WHEN Voq /NPUT A NUMBER, 

7SQUARE 10 YOU DO NEED THE CdLOM. 

?SQU^RE 20 
7SQUARE 30 



There are endless variations usin^ 
inputs. Vbu con creai-e many shapes 
Try this: 



?T0 MANYSHAPES :SIDE :ANBLE 
>FD :SIDE 
>RT : ANGLE 

>MANYSHAPES <:SIDE + 3) : ANGLE 
>END 



E)(perirnen+ with different 
inputs 5uch as: 



7MANYSHAPES 6 97 



Try other numbers. 



40 



Here ore some examples cjf 
MANV5HAPES ihol children have 
invented: 

y.j. - INPUTS FOR 

" MANYSHAPES 



Bomb. Hit 


1 


150 


Rose 


5 




Doily 


i 


170 


Maze 


3 


HS 


Beifer.Sfqirs 


53 


2H5 


Endless Tunnel 


a 


SO 




fiin with SPRITES 

Ti LOfrO hqs some crcofures for you \o 
ploy with- They ore colled sprites . 

There one 32 spr\tes inqll, numbered 
■{rom +o 31. 

Each 5PRITE con carry a different shape. 
You con design Ihe shapes your.^elf, 
if you wani+o. 
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There qre s shapes in +he compu+er's 
memory, Th^y ore numbered from i S. 

1 is an airplane H'V 

Z IS fruck 



3 is Q rockei 

^ is q ball 
5 \s a box 




1 





Now fry ih is ' 



?TELL SPRITE 1 
?CARRY 2 
7H0ME 
?SC 4 



What okyect did you get? What color is it? 

Did you see a blue truck ? 

To moke "fhe truck disappeor, type sc o 



?TELL SPRITE 2 



Now try makinQ q 

red airplane v?ith: l^^L} 



?SXY 50 50 
?SC 6 



Ti L06oir\ Wont fo see if doutle in size ? Type 
_^!!!!jL-/To see if go jjock fo half stze^ type 



BIG. 
SMALL . 
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SPRITES 



/^VcT^ ^^^'^ move our Z spr»te5. 

The truck should move across 
the screerii so let's set the heading at 90. 



?TELL SPRITE 1 
?SH 90 
?SS 25 



SS means 
Set Speed 



That Will get the truck moving . 
Wow let's get the plane moving. 



?TELL SPRITE 2 

?SH 45 4- we W/^NT THE PLANE TO GO UP 
?SS 75 4- PLANES GO PASTER Ttf AN TRUCKS 
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Whaf happens when ihe plane hiis the 
Iruck? 

If you want fo everything moving 
Qirhe some speed, -hry 

?TELL sALL 
?SS 50 

Tired of all f hat writing down+he side 
of +he screen? Type cs 



Thaw 




Vou con sfop the sprites any time 
you wish. 

Just type FREEZE 

V/ant to gef them going again? 
Type THAW 

Want to mqke oil the sprites go away 



Try 



?T0 CLEARSPRITES 
>TELL sALL 
>SC O 
>END 




Wow ihQ+ you know how +o posif/on 
objecfs on fhe screen, you con beqin 
+o combine sprites +o creafe in+eresring 
scenes. 

Try io rmke the sprite 
rocket land on a plonef. 
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One day you may feel like ma kino 
your own sprites. 

Try this- ?TELL SPRITE WUMBER O THROUSItsO 

' 7MAKESHAPE (A NUMBER «0Re THAN 6) 



Do you see a grid wi^h q blinkinq 
scj^uqre? You move fhe scimre. by 
iyping 



S (LEFT) 
D (RIGHT) 
X (DOWN) 



If you WQnf +o |3|ot fhe sc^uare, jusf 
hold down I fctn I and E , 5, D or X . 
When you ore finished, hold down 
\ FCTN I and press 9, 

"Then "["ype^ carry (NUMeea you DID OKI PREVIOUS PAGE) 

SETCOLOR (SO (COLOR NUMBER O THROUGH 15^ 
SETHEADING (SH) CHEADIN6 NUMBER O THR0U6H 3(p0) 
SETSPEED (SS) (SPEED NUMBER --|X7 THROUGH 127) 



Try fhis' 

?TELL SPRITE 3 

?MS 14 

FCTN E 

FCTN E 

FCTN E 

FCTN E 

FCTN E 

FCTN D 

FCTN D 

FCTN D 

FCTN E 

FCTN E 

FCTN E 

FCTN E 

FCTN E 

FCTN 9 

7CARRY 14 

?SC 13 

?CB 15 

7H0ME 

?SH 45 

?SS 76 



49 



You can have sprites do diHereni 
things by using the command EACH • 

Try fhis: 



7TELL :ALL 
7CARRY 8 BALL 
7EACH CSC Y0URNUMBER3 
?HOME 

7EACH CSH Y0URNUMBER3 
?SS 76 



To mak 



e an arrow 



?TELL SPRITE 4 
?MS 15 

D, D, D, D, D, D, D 

FCTN D 

FCTN X 

FCTN X 

FCTN S 

FCTN X 

FCTN X 

FCTN S 

FCTN D, D, D, D 
X 

FCTN S, S, S, S, S, S 
X 

FCTN D, D, D, D, D, D, D, 1 

FCTN 9 

7CARRY 15 

?SC 13 

?CB 15 

?HaME 

?SH 

?SS 76 



Moke your own shapes. 



D 


E 


s 

\^ — J 


I 

v: 7 


Q 

> 


1 

N 

c=. / 


s 



tvHh 




V/ould you like iomoke designs wi+h 
kilers? 

Try this* makechar 45 
What happened? 

Did you see ay id fhaf looks like this* 
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All of +be charQc+ers fhof you can 
see on +he screen be/onq fo q 
group of otjecfs called files . There 
are 1Z8 tiles. 

You con chonqe the shape of any 
iile by gsino fne conamond makechar i 
ihe code number for fhe choracfer 
you WQnf fo see. 

How do you find ouf the code number? 
Suppose you wani fo kno\A/ fhe code 
for V . 

Try fhis: 

PRINT CHARNUM "A 
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Suppose you wan! fo know wharl* 
choroder has fhe code number IS. 
Try ibis' printchar 78 

Mow you con puf q file onywhere. on 
the screen by typinQ- 



PUTTILE 65 20 10 

Cprint tile m posjt/on zo, io) 



Use fhe arrow keys I' , t fo 

draw on fhe grid- 

For real fun, fry coloring fhe. files • 



?PUTTILE 65 20 10 
?TELL TILE 65 
9SETC0LQR :RED 



Evperim^nf with differen+ files 



5HORT- 


-CUTS 


MAK££HAR 


= MC 


PRINTCHAR 


= PC 


PUTTILE 


» PT 




LYNNE JOE 
MIKE DEB 

uestions 
Ideas 



If you hove Questions oboof LOGO or wonf 
+0 share ideas wifh ofher LOGO-ifes, ihe 
Notional lOGO Exchange is a fr/endly source. 
The address js^ 



THE NATIONAL LOGO EXCHANGE 
Tom Lough, Editor 
Box 5341 

CharlottesviUe, VA 2290S 



Ano+her address you might find useful is: 



Logo Computer Systems, Inc. 
368 Congress Street 
Boston, MA 02210 



IF YOU HAVE ANY FURTHER QUESTIONS, WRITE TO ONE OF THE AUTHORS 
AT THE FOLLOWING ADDRESSES: 



Joe Kuffler 

1774 Cloverly Lane 

Jenkintown, PA 19046 

Debbie Toll 

2054 Waller Drive 

Huntingdon Valley, PA 19006 



Michael Rubin 

8817 Rising Sun Avenue 

Philadelphia, PA 19115 

Lynne Mass 

Abington Friends School 
Lower School 
Jenkintown, PA 19046 



Trillium Press 
P.O. Box 921 
Madison Square Station 
NY, NY 10159 



GLOSSARY 



Brackets - two half squares ( [ and ] ). You get these on the screen by 
pushing SHIFT + N or M. 

CARRY - a command that comes after SPRITE in the sequence of making a 
SPRITE appear. 

CLEARSCREEN (CS) - a command that erases everything you have drawn on the 
screen. 

Command - information you enter that tells the computer what to do. For 
example, CB, SC, TO... 

Cursor - the white blinking square that moves on the screen. It shows where 
the next character will be printed and moves one space ahead of whatever you 
are writing. 

Disk - stores information magnetically. 

Disk Drive - "reads" the disk and converts its information to electrical 
impulses to be used by the computer. 

DOT - a command that places a dot on the screen at the X coordinate and Y 
coordinate. 

EACH - A command that allows you to use a list of commands with more than 
one SPRITE. 

EDIT (ED) - a command that puts you into the LOGO editor. 

END - a command that tells the computer your procedure is finished. 

ENTER - pushing this key enables you to go to the next line. It also 
processes whatever has been typed into the computer. 

ERASE (ER) - a command that erases a program from the memory. 

FREEZE - a command that stops a moving SPRITE. 

HIDETURTLE (HT) - a command that makes the turtle disappear. 

HOME - a command that puts the turtle in the center of the screen pointing 
straight up (0°). 

Input - requires the user to type in a number after a word command when the 
word is followed by a space and a colon. For example, in a procedure such 
as SQUARE :SIDE, the :SIDE indicates the need for a number to tell the computer 
how long to make the side. 

MAKECHAR (MC) - a command that draws a character on a grid. 
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MAKESHAPE (MS) - a command that allows you to create your own SPRITE. 
NOTURTLE - a command that makes the screen all text. 

PA - prints out everything in the workspace. 

PENDOWN (PD) - a command that enables the turtle to move while drawing. The 
opposite of penup. 

PENERASE (PE) - a command that erases lines on the screen drawn by the turtle. 

PENREVERSE (PR) - a command that reverses the color of anything the Pen crosses. 

PENUP (PU) - a command that enables the turtle to move without drawing. The 
opposite of pendown. 

PO procedurename - takes a procedure as input, and prints out procedure. 
PP - prints procedures. 

PRINT - a command that must be entered before writing a statement. For 
example, PRINT HELLO allows the computer to display HELLO on the screen 
after pushing RETURN. 

PRINTCHAR (PC) - a command that gives a character shape to a number. 

PRINT HEADING - a command that prints on the screen the degree (to the right 
of vertical) that the turtle is heading. 

Printout - a command that prints a procedure on the screen or the printer. 

Procedure - instructions to computer telling it what to do and how to do it. 
A procedure can be recalled from disk or memory whenever it is needed. 

PUTTILE - a command that places a tile on a grid. 

RECALL - a command that allows you to load previously saved procedures 
from a cassette or disk. 

REPEAT - a command that tells the computer to repeat your commands. You must 
tell the computer how many times to repeat the command. 

SAVE - a command that allows you to save your procedures on the disk. 

SETBACK GROUND (CB) - a command that lets you change the color of the back- 
ground of the screen. 

SETHEADING (SH) - a command that sets the turtle's angle in degrees (from 
to 360). 

SHOWTURTLE (ST) - a command that places the turtle in the middle of the screen. 
It puts you in the graphics (drawing) mode. 



56 



SPRITE - a shape that you can create or that is stored in the computer's 
memory. 

TELL SPRITE - a command that puts you in the SPRITE mode. 
TELL ULE - a command that puts you in the TILE mode. 
TELL TURTLE - a command that puts you in the TURTLE mode. 
THAW - a command that reverses the effect of FREEZE. 
WATT - a command that allows a procedure to pause. 

X Coordinate - a horizontal position on the screen as measured from a central 
line. 

Y Coordinate - a vertical position on the screen as measured from a central 
line. 
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ERROR MESSAGES 



TELL ME MORE 

- input missing. 
OUT OF SPACE 

- you used up all available memory. 
OUT OF INK 

all available tiles used up for drawing. To draw more, clear the 
screen. 

TELL ME HOW TO (do something) 

either you have typed in a procedure that does not exist, or you 
have used a command that Mr. Turtle does not recognize. 

(something) DOES NOT LIKE (something) AS INPUT 

the procedure you have entered does not go with the data you have 
entered. 

TELL ME WHAT TO DO WITH (something) 

you have generated some data and have not given instructions of 
what to do with it. 
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simple! 
quick! ^ 
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